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•﻿ Videogames as a Therapeutic Setting:﻿Videogames﻿allow﻿participants﻿to﻿experience﻿novelty﻿
and﻿challenge﻿when﻿engaging﻿in﻿fictional﻿activities﻿without﻿real﻿life﻿consequences﻿(Washburn﻿&﻿
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•﻿ Videogames as a Motivating Tool:﻿Videogames﻿are﻿fun﻿and﻿stimulating,﻿so﻿they﻿can﻿be﻿used﻿to﻿
assist﻿patients﻿in﻿setting﻿goals,﻿ensuring﻿goal﻿rehearsal,﻿providing﻿feedback,﻿reinforcement,﻿and﻿
maintaining﻿records﻿of﻿behavioral﻿change﻿(Ceranoglu,﻿2010b).
•﻿ Videogames as a Clinical Research Tool:﻿Videogames﻿can﻿provide﻿a﻿large﻿spectrum﻿of﻿people’s﻿









and﻿ retention.﻿However,﻿ it﻿ has﻿ been﻿ suggested﻿ that﻿ guidelines﻿ for﻿ using﻿ videogames﻿ in﻿ the﻿
school﻿context﻿need﻿to﻿be﻿developed﻿to﻿ensure﻿that﻿all﻿learners﻿benefit﻿from﻿using﻿videogames﻿
in﻿educational﻿contexts﻿(Baranowski﻿et﻿al.,﻿2016).
•﻿ Videogames to Change Behavior:﻿Videogames﻿have﻿been﻿used﻿in﻿order﻿to﻿change﻿the﻿players’﻿
behavior﻿regarding﻿health﻿in﻿a﻿positive﻿way﻿(Baranowski,﻿et﻿al.,﻿2016).﻿A﻿meta-analysis﻿(DeSmet﻿
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Research﻿dating﻿ right﻿back﻿ to﻿ the﻿early﻿1980s﻿has﻿consistently﻿shown﻿ that﻿playing﻿computer﻿
games﻿(irrespective﻿of﻿genre)﻿produces﻿increases﻿in﻿reaction﻿times,﻿improved﻿hand-eye﻿co-ordination,﻿
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respiratory﻿muscle﻿ training﻿aid﻿ for﻿young﻿patients﻿with﻿Duchenne﻿Muscular﻿Dystrophy﻿ (Vilozni,﻿
Bar-Yishay,﻿Shapira,﻿Meyer,﻿&﻿Godfrey,﻿1994).
Joei﻿Mioto﻿ and﻿Goncalves﻿Ribas﻿ (2014)﻿ furthermore﻿ found﻿ that﻿ using﻿virtual﻿ reality﻿ games﻿








related﻿ factors.﻿One﻿ of﻿ the﻿most﻿ important﻿ is﻿ the﻿ person’s﻿motivation﻿ to﻿ succeed.﻿ Furthermore,﻿
videogames﻿have﻿advantages﻿over﻿ traditional﻿ therapeutic﻿methods﻿ that﻿ rely﻿on﻿passive,﻿ repetitive﻿
movements﻿and﻿painful﻿limb﻿manipulation﻿(i.e.,﻿they﻿focus﻿attention﻿away﻿from﻿potential﻿discomfort).








2.﻿﻿ Videogames﻿ allow﻿ the﻿ possibility﻿ to﻿ achieve﻿ sustained﻿ achievement﻿ because﻿ of﻿ the﻿ level﻿ of﻿
difficulty﻿(i.e.,﻿challenge)﻿of﻿most﻿games﻿during﻿extended﻿play.
3.﻿﻿ Videogames﻿appear﻿to﻿appeal﻿most﻿to﻿adolescents.
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et﻿ al.﻿ (2000)﻿on﻿burns﻿victims﻿and﻿wheelchair﻿users﻿claimed﻿ that﻿ success﻿was﻿ in﻿part﻿due﻿ to﻿ the﻿
distraction﻿from﻿pain.
Finally,﻿in﻿this﻿section﻿it﻿is﻿worth﻿noting﻿that﻿one﻿report﻿alerted﻿doctors﻿that﻿children﻿may﻿mistake﻿











executive﻿ functioning,﻿ processing﻿ speed,﻿ attention,﻿ fluid﻿ intelligence,﻿ and﻿ subjective﻿ cognitive﻿
performance,﻿and﻿difficulties﻿with﻿language﻿(Achtman,﻿Green,﻿&﻿Bavelier,﻿2008;﻿Chandrasekharan,﻿
Mazalek,﻿Nitsche,﻿Chen,﻿&﻿Ranjan,﻿2010;﻿Eow,﻿Ali,﻿Mahmud,﻿&﻿Baki,﻿2010;﻿Leng,﻿Ali,﻿Mahmud,﻿
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Videogames and the development of Social and 
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a﻿ control﻿ group﻿which﻿ received﻿ no﻿ treatment,﻿ inattention﻿ symptoms﻿had﻿ significantly﻿ decreased.﻿
Although﻿these﻿findings﻿appear﻿promising,﻿the﻿researchers﻿call﻿for﻿larger-scale﻿studies﻿to﻿improve﻿
the﻿generalizability﻿of﻿results.
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for﻿ fun﻿ and﻿mental﻿ stimulation﻿ and﻿ in﻿ enhancing﻿ self-esteem.﻿He﻿ reported﻿ that﻿moderate﻿mental﻿






























to﻿ develop﻿ and﻿ strengthen﻿memory﻿ skills,﻿ intergenerational﻿ computing﻿projects﻿ (teaming﻿ seniors﻿
with﻿school﻿aged﻿students),﻿and﻿the﻿use﻿of﻿computers﻿and﻿videogames﻿to﻿assess﻿cognitive﻿functions,﻿
etc.﻿Many﻿older﻿adults﻿may﻿be﻿receptive﻿ to﻿using﻿ technology﻿if﻿ introduced﻿to﻿ it﻿ in﻿a﻿comfortable﻿
environment.﻿If﻿introduced﻿in﻿the﻿right﻿way,﻿technology﻿(including﻿videogames)﻿may﻿become﻿a﻿major﻿
hobby﻿and﻿interest﻿in﻿the﻿lives﻿of﻿the﻿elderly,﻿and﻿may﻿also﻿be﻿of﻿therapeutic﻿value.
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…psychological state or subjective perception in which even though part of or all of an individual’s 
current experience is generated by and/or filtered through human-made technology, part or all of the 
individual’s perception fails to accurately acknowledge the role of the technology in the experience 
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Videogames and Psychological wellbeing
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Also,﻿ control﻿ devices﻿ in﻿ some﻿ of﻿ the﻿ latest﻿ videogames﻿ offer﻿ new﻿ possibilities﻿ to﻿ explore﻿
videogames’﻿physiotherapeutic﻿qualities﻿since﻿some﻿control﻿devices﻿require﻿physical﻿challenge.﻿For﻿
example,﻿the﻿use﻿of﻿motion﻿sensing﻿controls﻿that﻿track﻿acceleration﻿and﻿movement﻿allows﻿users﻿to﻿
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to﻿ overcome﻿ real-life﻿ challenges﻿ (including﻿ symptoms﻿of﻿ depression)﻿ and﻿ boost﻿ their﻿wellbeing﻿
(including﻿boosting﻿life﻿satisfaction,﻿self-efficacy﻿and﻿social﻿support).﻿In﻿terms﻿of﻿videogames﻿being﻿
distractor﻿ tasks,﻿ it﻿ seems﻿ likely﻿ that﻿ the﻿effects﻿can﻿be﻿attributed﻿ to﻿most﻿commercially﻿available﻿
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